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(54) Gaming machine 

(57) A gaming machine (2) allows a 
user to place a stake and play a main 
game, e.g. using a set of reels (10), 
which may result in one of several win 
values. The gaming machine (2) is also 
operable in a stake gamble mode, in 
which a mechanism, such as a further 
reel (30), is used to gamble the user's 
stake before the results of the main 
game are made known to the user, and 
preferably before the main game fs 
started, rf the gambling operation is 
successful, the possible win values are 
increased. In a preferred embodiment 
if the gambling operation is 
unsuccessful a consolation feature is 
provided. 
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SPECIFICATION 

Coming machines 

5 This Invention relates to gaming machines by 
means of which a user can play a game and de- 
pending on the results of the game accumulate o 
credit value which preferably results in the ma- 
chine paying out cash and/or tokena 

10 The Invention is applicable for example to do* 
vices known as "amusement with prfeo" machines 
e.g. those commonly known ©o "fruit machineo", 
which incorporate symbol-carrying reels which aro 
spun during the playing of a gem© so as to alter in 

15 a random or pseudo-random manner the combina- 
tion of symbols which can be viewed by tho usoir. 
The invention Is also applicable to machines whidhi 
incorporate other forms of display, such ao a paneQ 
carrying symbols which are selectively illuminated 

20 during the playing of a game, or a video display 
screen which displays simulated reelo or other 
symbols such as playing cards. Patent Specifica- 
tion Gd-A-21 17155, for example, describes o mo- 
chine to which the present invention can bo 

25 applied. 

Generally, when playing these typoo of ma- 
chines, o game can result in any of several differ- 
ent types of wins, and the value off each win, i.e. 
the credit accorded to tho user on achieving tho 

30 win, depends upon which of the winning results ho 
has achieved. The attractiveness of such machineo 
to users depends to a large extent on the values of 
the highest wins which can be achieved, and the 
number of different types of wins which can result 

35 in such high values, for s given stake. In en at- 
tempt to increase their attractiveness, fruit ma- 
chines In the past have been provided with o 
"gamble" feature whereby after tho user has 
achieved a winning result using the machine, ho 

40 can select either to collect his winnings, or to gam- 
ble them, or part of them, which could result In hio 
winnings being either increased or decreased, or 
lost entirely. This feature has proved popular, but 
is of limited value because it is found that users 

45 are generally unwilling to gamble hfgh-value wins, 
so that In practice the gamble feature does not 
provide any substantial Increaso in the maximum 
win value which a user would hope to receive. 
According to one aspect of the present invention, 

50 there is provided a gaming machine by means of 
which a user can placo a states and play a game, 
tho machine being operable to calculate and credit 
to the user a win value dependent on the results of 
the game, wherein the machine is selectively oper- 
55 able, before the results of the game are made 
known to the user, in a stake gamble mode in 
which the user's stake is gambled, so that the win 
value calculation operation is dependent on the re- 
sults of both the game and the stake gamble 
60 mode. 

Preferably, the machine is arranged such that the 
playing of a game can normally result in a user 
achieving any of a predetermined set of win val- 



gamble mod© and the gamblo mode produces the 
appropriate results. Thuo, achieving the appropri- 
ate result in tho gamble mode may be equivalent 
to increasing the stake of the game played by the 

70 machine, with q consequent increase in the poten- 
tial win values. This effect will therefore be ro 
ferred to heroin as o "stake Increaso*, although It 
will be appreciated that noe ail the potential win 
values neod bo affected by such a stake increase, 

75 and those the* aro affected need not be altered in a 
consistent mannor. 

Although the following description will refer t© 
an orrangemont in which o stake increase can be 
achieved in the gamble mode. It will be apprecn 

80 ated that tho gamble mode could ba used for other 
purposes. For exompio, an appropriato result In the 
gamblo mod© may provide tho user with ono w 
moro freo garneo. AfcernstivQty, tho free games 
could bo provided in addition to the stako Increaso, 

85 or the user may havo tho option of selecting either 
a stako increaso or ono or moro free gameo. 

Although it would bo possible for tho machine to 
be arranged such that tho ucoir can select tho gam- 
ble modo st any tlmo until! tho results of the gamo 

SO aro mado known to tho user. It io preferred that the 
arrangement ba such that tho user has to make Ms 
decision so to whether or not to use the gamble 
modo befbro the main gamo is started. Preferably 
also the user is made aware of the results of tho 

95 gamble mode before tho main gamo fe started. 
This is particularly desirable in o preferred embodi- 
ment of tho invention. In which the user can, if ho 
wishes, successively select the gamble mode, and 
in which If the appropriate results aro successively 
100 produced, succesoiv© stako increases are achieved. 
One convenient arrangement for achieving tho 
features referred to abovo to to arrange for the ma- 
chine to offer the user, at the beginning of o play, 
the option of selecting tho gamble modo or instead 
105 initiating the game. If the usor decides to initiaio 
the game, any win valueo which aro achieved are 
based on o predetermined fixed stake, off for exam- 
ple 10p. If instead tho user selects tho gamblo 
mode and achieves the appropriate result, h® io 
110 then again offered the option off selecting o gamble 
mode or initiating the game, and if on this occa- 
sion he selects the game any win values are calcu- 
lated on the basis of an increased stake of, e.g. 
20p. This procedure can be continued until o pre- 
115 determined maximum effective stake is reached. 
If the machine is arranged to allow successive 
gamble options, it io preferably arranged so that 
the effective stake increases In a regular manner if 
the gamble mode produces successive results of 
120 the correct type. One possibility would be for tho 
effective stako to be increased by a fixed valu© 
each time. Another possibility would be for the 
stake to increase by a fixed factor each time, e.g. 
for each effective stake to be doublo the preceding 
125 one. H 
It is a further preferred feature of the invention 
that if the gamble mode does not produce a result 
which is effective to increase a potential win value. 



2 



GB 2 153 572 A 



2 



ture, so that the game doas not necessarily result 
In the user losing every time he fails to increase 
his effective stake. The consolation feature can be 
provided every time the user fails to achieve the 
5 correct type of result in the gamble mode, or only 
at certain times which may be selected randomly 
or pseudo-randomly. For example, the gamble fea- 
ture may be capable of producing any of severs!) 
different results, only one of which is effective to 
10 increase tho stake, the other results having other 
effects. Ono result may be that the user is allowed 
to initiate the gamo using his original or a reduced 
state* in a fruit machine type gamo, another resutt 
might causo ono or more of tho realo to spin, or 
15 might allow the user to "nudgo** ono or moro of 
the reels. The user would then stand a chance of 
obtaining o win value dependent upon the final po- 
sitions of the reels. These features may b§ pro° 
vided in dependence upon the symbols displayed 
20 by the reels at tho timo tho gamblo mod® ends. For 
example, the gamblo mode might result In the dis- 
play of a symbol which corresponds in some man- 
netrto o symbol displayed by q reel, and in this 
caso that reel, end only that reel, is spun otr si* 
25 lowed to be nudged. 

In an alternative embodiment, the consolation 
fsaturo is of en "accumulative" type, whereby tho 
user needs to obtain the consolation feature sev- 
eral times before he can obtain o win, or atterna- 
30 tively whereby the IfHlihood of obtaining o win 
increases with the number of times the consolation 
feature is provided. Thus, if the us®r repeatedly 
fails to increase his stake using the gamble modo, 
he becomes more likely to obtain a win using the 
35 consolation feature. This increases the interest in 
the game, particularly if the arrangement is such 
thatfthe desired outcome of the gamble mode var- 
ies depending upon what has happened in pre- 
vious plays, so that in some circumstances the 
40 user may desire that his stake bo increased but In 
other circumstances ho may desire that the conso- 
lation feature bo provided* 

When on "accumulative" typo of consolation fea- 
ture is provided, it is desired that, if the gamble 
45 mode results in o stake increase, the condition of 
the machino be cleared so that the user has to 
start afresh in accumulating consolation features in 
order to increase the possibility of obtaining a win 
in this manner. Alternatively, there may simply be 
50 a decrease in the number of consolation features 
effectively accumulated so far. ' 

The machine may be arranged so that the vaiuo 
of the consolation feature increases in accordance 
with the number of successive preceding occasions 
55 on which o user has successfully increased his 
stake. For example, if an "accumulative" type of 
consolation feature is provided, a win could bo 
achieved by accumulating a "consolation count" 
of, say, twelve. The machine could then be er- 
60 ranged so that, if the user successfully obtains a 
single stake increase and then unsuccessfully uses 
the gamble mode, the consolation count is in* 
creased by two. If, on the other hand, the user suc- 
cessfully increases his stake on four successive 



tempt, the consolation count is increased by four. 

It is preferred that the machine have a display to 
indicate the possible win values which can be 
achieved depending upon whether or not the user 

70 has been able to increase his effective stake using 
the gamble modo. This may conveniently be in tho 
form of o table which, for each possible winning 
result, lists those win values which can bo 
achieved at tho various possibto effective stakes. 

75 An arrangement ombodying the invention will 
now bo described by way of ©xamplo with refer- 
ence to tho accompanying drawing, which shows a 
gaming m&chino in accordance with tho invention. 
The specific embodiment to be described is a 

80 version of tho well-known "frufe machine*. Many 
examples of such machines ar© readily available, 
and tho way in which they operate is wefl-tcnown 
to thoso familiar with tho art, Tho details of th© 
control drcutoy of tho present embodiment will 

85 thoreforo not bo described because varies wsyp 
of Implementing appropriate contra] techniques 
whether using hard-wir©d logic or softwaro tech- 
niques, wilO bo readily apparent to such a person* 
Tho machine 2 has a vorticai fada 4 and an tn- 

SO dined facia S. The fada $ has five apertures 8. four 
of which reveal portions of tho drcumferences o? 
four reels 10 which ara mounted for rotation abouS 
a common horisontai soda. The.reeis carry symbolic 
such as thos© shown aft 12 on their peripheries, 

95 some of the symbols being visible through the ap- 
ertures©. 

Tho machine can bo played by inserting a coini 
or a token through an appropriate one of tho slots 

100 After tho user has inserted a coin or token, a 
"permitted game" count is incremented by m 
amount dependent on the value of the Inserted 
coin or token* This indicates the number of games 
the user can play before a further coin or token has 

105 to bo inserted. } 

Tho user may then prass a start button 13. Thio 
causes the four reels 10 to spin. This ts preferably 
achieved by using a stepper motor for each reel. 
The reels then stop spinning, their finai positions 

1 10 being determined in a random or pseudo-random 
manner. If the reels are positioned such that cer- 
tain symbols aro aligned along a win lino 18, the 
user is credited with a win value, which In this ma- 
chine results in the paying out of coins in an 

1 15 amount corresponding to the win value* 

The vertical facia 4 carries a display 20 which 
contains columns 22 in which are displayed the 
possible winning combinations of symbols. There 
is also a column 24 which displays tho possible 

120 win values associated with each winning combina- 
tion when the game is played in the manner de- 
scribed abova 

Occasionally, a "hold" feature is provided 
whereby the user is given the opportunity to press 

125 one or more hold buttons 26, which will prevent, 
during the subsequent reel-spinning operation, tho 
spinning of each reel assodated with a hold button 
which has been pressed There Is a cancel button 
28 for cancelling the selection of reels using the 
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the reel-spinning operation. 

The operation of the machine as described so far 
is conventional. 
The machine has a further reel 30 which is re- 

5 ferred to herein as tho stako gamble reel, which io 
mounted for rotation about the same axis as tho 
reels 10, and part of which can be seen through 
ono of tho apertures 8. The reel 30 could instead 
be mounted about a different aids of rotation, and 

10 indeed it does not even have to bo in proximity to 
tho reels 10. 

The real 30 Is operated, as will bo described, by 
a "stake gamble" button 32* 
Assuming that a coin or token hao been inserted, 

IS then to begin a play tho machine causes flashing 
lights to illuminate tho start button 18 and the 
state gamble button 32, to Indicate to the user that 
he has the choico of pressing the start button 13, 
which would cause a game to bo played in the 

20 manner described above, or pressing the gamble 
button 32. 

If he chooses the latter option, tho reel 30 so 
spun and then stopped so that tto final position io 
determined in a random or pseudo-random man- 

25 ner. The reel! 30 carries about ho periphery o num- 
ber of "win" symbols 33, and a number of ""non- 
win" symbols 34. Assuming that after the reel 30 
slope spinning, a win symbol 33 is aligned with the 
win lino 18, the machine 2 again cause© the start 

30 button 13 and stake gamblo button 32 to be illumi- 
nated by flashing lighto. 

The user may then press the start button 16 to 
cause a game to bo played by the spinning of the 
reels 10. If as a result of this the reeks come to a 

35 stop with a winning combination of symbolo on 
the win tine IS, then tho value paid out by the ma- 
chine 2 will be that indicated in o column 36 of the 
display 20, instead of the corresponding value in 
the column 24. In this particular embodiment, the 

40 values in the column 36 are all twice the corre- 
sponding values in the column 24* Assuming that 
tho fixed, normal stako for the machine 2 is lOp, 
thio means that the initial operation of tho state) 
gamble reel 30 and the resulting win achieved dur- 

45 ing that operation hao caused the effective stake to 
be increased from lOp to 20p. 

After the operation of the status gamble reel 30, if 
the user had elected to operate the stake gamble 
button 32 again, instead of the start button 16, the 

50 stake gamble reel 30 would have spun again. If, 
again, this results in q win symbol being aligned 
with the win line 16, then the user Io again pre- 
sented with the option of pressing the button 32 or 
the button 16. If he presses the button 16 and 

55 achieves a winning combination of oymbolo on tho 
reels 10, the win value is selected from o column 
38, In which the values are three times those in the 
column 24 so that the effective stake for that game 
was 30p. 

60 If tho user repeatedly obtains o "win" using the 
stake gamble reel 30, he can repeatedly choose to 
spin the stake gamble reel 30 again instead of 
pressing the start button 16 to commence the main 



possible win values for effective stakes of 40p, 50p 
and 60p are shown in columns 40, 42 and 44, re- 
spectively. If the user achieves an effective stake 
value of 60p, he is no longer permitted to spin the 
70 stake gamble reel 30, and must instead press tho 
start button 13 to commence the main game. 

In order to indicate to tho user hio progress in 
using the stake gamble reel 30, the machine may 
be arranged to illuminate either tho present effeo* 
75 tfvo stake value, the possible values being shows* 
in o row 48 of the display 20, and/or the possible 
win values for the present effective stake, which 
are listed in o respective one of the columns 24, 
36, 38, 40, 42 and! 44. 
80 If the stake gamble reel 30 is spun and a non- 
winning symboi comes into alignment with the win 
lino 18 st the end of tho spinning operation, the 
machine could be arranged simply to terminate 
that ploy, oo that tho user loses hio stake,, 
86 In the present embodiment, however, a consols* 
tion feature is provided. Th® machine is provided 
with a consolation feature display 50 which com- 
prises a line of arrows 52, each of which cam be se- 
lectively illuminated, and a random win value 
60 display S4> 

The arrows 52 are illuminated In succession 
starting with that furthermost from the random win 
velue display 54. One further arrow is illuminated 
each timo the spinning of tho stake gamble reei 3® 
95 results in a non-winning symbol being in align- 
ment with the win lino IS. Thus, if this happens 
eight times in succession all the arrows 52 will bo 
illuminated, end this will Initiate a consolation prfeQ 
feature, whereby various portions of the random 
100 win display 54 are illuminated repeatedly ha 

succession for a random or pseudo-random period, 
and the user Is then awarded either one of several 
win values or a free game depending on which 
portion of the display 54 remains illuminated at thQ 
105 end of this operation. Then, the machine ceases to 
Illuminate all the arrows 52 so that the user muea 
start again to accumulate illuminated arrows, by 
spinning the stako gamble reel 30 and obtaining on 
the win line a non-winning symbol, before tho con- 
110 solatJon win is awarded. 

If, at o stage when one or more of the arrows 52 
is illuminated, the stake gamble reel 30 io spun and 
a winning symbol comes into alignment with tho 
win line 18, then alt of the illuminated arrows 
115 cease to be illuminated (or In an alternative em* 
bodiment the last arrow to be illuminated ceases 
to be illuminated) so that a greater number of 
spins of the reel 30 resulting in non-winning sym- 
bols on the win line 18 must be accumulated be- 
120 foro the consolation win is provided. 

In a modified embodiment, the number of ar- 
rows 52 which are illuminated if a non-winning 
symbol 34 appears on tho win lino depends upon 
the present effective stake valua Thus, o singlo 
125 further arrow may be illuminated if the present ef- 
fective stake is 10p, and four further arrows illumi- 
nated if the present effective stake is 40 p. 

These arrangements are described merely by 
wav ntf ovamnlo. anri manv nthar alternatives aro 
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different non-winning symbols on the reel 30, and 
each may bo associated with a different typo of 
symbol on the reels 10. If tho reel 30 is spun, and o 
non-winning symbol comes into alignment with 

5 tho win lino 18, this could cause tho spinning of 
any of tho reels 10 which havo corresponding syro- 
bob on tho win lino 18. AKemstivoly, the machine 
could allow tho usor to "nudge". La Index any 
such rQQl so that an adjacent symbol comes into 

10 alignment with tho win lino 18. 

In tho arrangement described above, tho effec- 
tive state woe increased by 10p each time tho reeS 
30 was spun and a win symbol camo into align- 
ment with tho win lino 18. Instead, the offccSvo 

15 state could bo arranged to doublo each tlmo. Fur- 
ther, thero neod not be any consistent relationship 
between tho possible win values. For example, tho 
IncreasQ in tho effective state may apply only t© 
some of the winning combination of symbols, tho 

20 effective state may change by different amounts 
for different winning combinations, and the num- 
ber of winning combinations to which an increase 
in tho effective state applied may depend upon tho 
level of the effective state. For example, there may 

25 bo an absolute maximum win value, and it la poo* 
sib!© that certain winning combinations will pro- 
vide this win value irrespective of the effective 
stato* 

In the embodiment described above, the user uU 

30 ways had tho option of pressing the state gamble 
button 32 or tho start button 13. In an atternstivp 
embodiment, tho machino io arranged so that on 
certain occasions the user is not given this option, 
and instead the spinning of the mate gamble reeS 

35 30 lo required. This may happen on random or 
pseudo-random occasions, or predetermined occa- 
sions. For example, at the beginning of a game the 
user may be required to spin the state gamble reel! 
30, any further spins being optional. Indeed, tho 

40 machine could be arranged so that tho use of tho 
state gamble reel 30 io never optionaL 

If desired, an additional, convention©! "gamble 0 
mode could bo provided, whore by tho user may be 
allowed to porform q gambling operation after ho 

45 has achieved a win by spinning the reels 10, in on 
attempt to increase tho win value. This additional 
gamble mode could bo carried out using tho same 
. reel 30 ea to used in tho state gamble mode, 
in the above embodiment, the state gamble op- 

50 oration woo carried out using a reel. However, this 
is not necessary; Instead, tho operation could bo 
carried out using a rotating disc, or a completely 
different form of display such as sequentially flash- 
ing lights, a video display, etc 

55 The invention io applicable to any typo of gam- 
ing machino, irrespective of whether the machine 
pays out cash and/or tokens, and indeed is applica- 
ble to o machino in which no paying out operation 
occurs at all, and instead a winner simply accumu- 

60 lates a credit count. 

CLAIMS 

1. A gaming machine by means of which a user 



being operable to credit to the user a win value if a 
winning game result is achieved, wherein tho ma- 
chine is also selectively operable to carry out an 
additional gambling operation on the user's state, 
70 and wherein the win value for said winning game 
result is dependent on whether or not a winning 
state gambling operation has taken place beforo 
tho user is informed of tho winning game result. 

2. A machino as claimed in claim 1, including 
75 means whereby a user can instruct tho machine to 

carry out tho state gambling operation* 

3. A machino as claimed In claim 1 or daim % 
the machine being selectively operable to carry out 
a plurality of successive state gambling opera* 

80 tiono, tho win voluo for said winning game result 
balng dependent upon how many winning state 
gambling operations havo taten place before tho 
user is Informed of tho winning gamo result. 
<k A machino as daimed in any preceding 

85 delm, wherein the machine io opera big to credit to 
tho uses* different win values In dependence on 
which off a plurality of different winning gamo re- 
sufto lo achieved, each win value being dependent 
upoft whether a winning state gambling operation 

SO has taten place before tho user Is informed of the 
respective winning gamo result 

A machine as daimed in daim 4, tho ma- 
chine being operablo to display each otf tho win 
voGuoo which can be credited to the user in re- 

95 sponso to achieving each of the winning gamo ro 
suftts. 

& A machine ao daimod in any preceding 
daim, wherein the machine is arranged to Inform 
the user of the results of the state gambling opera* 
100 tion before commendng tho game. 

7. A machine as daimed In sny preceding 
daim, the machine being arranged to inform tho 
user of winning game results by displaying sym- 
bols of o first typo, and being operablo to Inform 

105 tho user of o winning state gamble operation by 
displaying a symbol of a second typo. 

8. A machino ao daimed in daim 7, Induding o 
common display dovico which Is operated for tho 
playing of the game and for the state gambling 

110 operation and which is arranged to display both 
typos of symbols. 

9. A machino as daimed in daim 7, induding a 
first display device operated for the playing of the 
gamo for displaying the first type of symbols, and 

115 a second display device which is operated for the 
state gambling operation and which displays the 
second type of symbolo. 

10. A machine ao daimed In any preceding 
claim, tho machine being operable to inhibit the 

120 achleval of a winning game result in response to a 
non-winning state gambling operation. 

11. A machino as daimed In daim 10, wherein 
tho machine is operablo to Inhibit tho playing of a 
game in response to the non-winning state gam- 

125 bio operation. 

12. A machine as daimed in claim 10 or 11, 
wheroin the machine h operable to permit o fur- 
ther opportunity to obtain a win value in response 
to a non-winning state gambling operation. 
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the further opportunity It provided in response to a 
plurality of non-winning stake gambling opera- 
tions* 

14. A machine as claimed in any preceding 

5 daim, having symbol-bearing reels which are spun 
for the playing of a game. 

15. A gaming machine substantially as herein 
described with reference to the accompanying 
drawing. 
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